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Abstract. Today’s universities are increasingly under pressure from various 
directions. This pressure also affects its employees, and us as scholars. Es-
pecially, future academics are often confronted with situations that they 
have not been trained or mentored for, or are simply lost in how to plan 
their careers or how to train themselves to be able to compete. This chapter 
compiles guidelines for future academics help them in shaping their careers. 
It gives an overview of different issues, such as individual career planning, 
self-management, required skill sets, methods in teaching and learning (e.g. 
Design Thinking or blended learning), increasing citations and ranking, 
knowledge management, research laboratory leadership, entrepreneurship, 
innovation management, IPRs, increasing publication impact, self-
marketing through social media, research strategies, innovation manage-
ment, communities of practice, and industry collaboration. The chapter, as 
well as the complete book, is accompanied by a YouTube channel 
(http://youtube.artur-lugmayr.com), a Facebook page 
(https://www.facebook.com/groups/universitymanagement), and other 
online resources as an email list and website (http://unimgm.artur-
lugmayr.com).   
1 Corresponding author, email: artur.lugmayr@artur-lugmayr.com  
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Introduction 
Today universities, future scholars, and staff members are increasingly under pres-
sure to produce more results. For individuals, it means increased pressure to raise 
more funding, extraordinary teaching loads in maintaining the same level of ser-
vice for students, publishing in highly ranked outlets, and increasing demands 
from their own institutions in administrative and other hurdles in creating innova-
tive environments. Universities are forced to compete in international rankings to 
attract students and high-level researchers to raise their funding and secure income 
through tuition fees. We especially focus on how an individual can understand this 
environment, and compete better, and improve his own career. The different fac-
tors can be compiled under the following four categories: 
• Individual academic career planning 
• Academic institutions as organizations 
• Learning, education, and teaching 
• Universities as part of an eco-system 
Unfortunately, related literature is rather scarce, and there exists only a rather poor 
body of literature with true hands-on advice. The few which are worthwhile read-
ing are from Max Weber, Ben Schneiderman, or (of course) our own contributions 
[1], [2]–[4], and [5]. We also want to mention that the body of literature that, e.g., 
deals with improving academic writing, research methods, studies covering uni-
versities as organization, innovation management, and other aspects would be far 
beyond citing within this introductory chapter. However, we wanted to focus on 
the individual aspects and shed light on how to improve one’s own academic ca-
reer. 
 
Individual Academic Career Planning 
Today’s academic world has become more competitive, with fewer and fewer 
available tenured positions. The demands on future scholars, especially for early 
career researchers, are high – higher quantifiable research outcome, increasing 
competition for research funding, higher teaching loads, and student supervision. 
Scholars increasingly become research managers optimizing research for universi-
ty rankings, and fund raisers contributing with high project overheads to the uni-
versity budget. Contributions to epistemology, thus real scientific contributions 
and breakthroughs, become trickier to achieve. On the other hand, with sustainable 
budgets, a scholar can more freely develop research pathways and can become 
head of laboratories at rather early stages if the university environment encourages 
this. 
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Understand Research Culture, how Networks Work, Be Realistic with 
Goals, and Being Patient 
To support young academics, we provide three chapters that support the building 
of researcher careers. Thus, the advice contributed by Jordi Valverdu in his chap-
ter open this edited book, and every academic should take it very seriously. Jordi 
Valverdu addresses very basic (but important) issues in academic life, which we 
compiled and commenton his input as follows: 
• ‘publish or perish’ through collaboration and with having funding bodies and 
community in mind – however, a few succeed reasonably well in being be-
tween communities, rather than focusing on solely one; 
• being part of networks is key in the knowledge market to succeed in the long 
run – through networks, job possibilities, funding, and positive reviews are 
enabled; 
• university environments are changing and you need to adapt to these new en-
vironments constantly, thus knowledge of management and leadership of in-
dustry structures will benefit your career; 
• be realistic and patient, but have high goals - most of us don’t have budgets 
like highly funded research groups at highly ranked universities, as well as the 
right university names in one’s CV to [falsely!] not ‘classify’ as one of the big 
researchers. Thus, be realistic with what has been achieved with the resources 
that were available. It is essential to keep in mind that an academic career is 
long and one’s time will come. Sometimes it’s just one project, book, publica-
tion, or article that makes you one of the big players; 
• funding agencies are not risk takers, and the more innovative an idea, the 
more likely the risk to obtain funding is too high. Package ideas into projects 
which appear to be less risky and are more conservative and apply moonlight 
funding i.e., keep some budget aside for the really great innovations.  
Follow Advice and Guidelines to Increase the Impact of Publications 
and Research Outputs 
Publications are the key to success in science. Despite the many critics in today’s 
way on how publishing is conducted in science, it is still the key to academic posi-
tions, grants, and reputation. Until a new way to measure the success of research-
ers comes along, it’s important to understand and play the game. The very 
thoughtful and comprehensive chapter contributed by Nader Ale Ebrahim and 
Hossein Gholizadeh compiles the key strategies to be able to understand the publi-
cation game – his 48 advices should be considered and followed to be able to 
compete. In addition, I would like to emphasize the importance of additional 
channels for promoting one’s research work: YouTube, industry forums, social 
media, general science magazines, and other alternative channels sometimes allow 
higher  societal level impact and might have a better marketing effect than tradi-
tional publication channels. 
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Understand your Tools: Research Methods, Teaching Techniques, 
Student Supervision, and Mentoring 
A car mechanic understands how to use tools to repair cars, a software program-
mer understands compilers and programming languages, and an academic scholar 
has to understand his tools: research methods, teaching methods, student supervi-
sion, mentoring, networking, and especially how the academic environment 
works. This requires years of training and mentoring. Some of the tools can be 
learned through books, however many of them only through experience. It’s hard 
to pinpoint literature directly as each research domain is different. However, a few 
good starting points for exploration are, e.g. [6] (research methods overview), [7] 
(research metrics), [8] (research methods), and [9] (qualitative research). These 
are mainly starting points for further exploration and academics should be aware 
of the relevant standard literature in their particular domain. 
Utilize Modern Digital Media Channels, Content Marketing Methods, 
and a Compelling Story to Disseminate Research Outputs 
In today’s world of social media, audio-visual content, and digital media driven 
world, it’s important for scientists to cope with these trends to market own re-
search output. In simple terms “emotions are the fast line to the brain” [10] and 
compelling narrative supports this process – in particular serious storytelling [11] 
is one of the possibilities to present research results convincingly. Compelling 
presentations at conferences, presence in channels like YouTube, or disseminating 
research results through social media increases one’s research profile. Content 
marketing, and the creation of a story around research work which illustrates the 
importance of results for the general audience, supports dissemination of results. 
Storytelling, and the creation of a sound narrative is the key. As pointed out by 
Erkki Sutinen, Calkin Suero Montero and Tuuli Bell, the sharing of inspiring sto-
ries towards the academic community, within a university environment, and inte-
grating storytelling as part of scientific leadership is crucial. This relates to inside 
the university environment as well as to outside of a university environment to al-
low knowledge transfer, and make people understand the research context, ethics 
implication, societal impact, and gain more insights into what is happening in the 
‘ivory tour’ university. 
Understand General Principles of Management, Leadership, and 
Business 
As academics are increasingly becoming research managers and fund raisers, 
basic business and management skills are essential to be competitive. Taking basic 
business and management courses, getting related literature, and understanding 
how entrepreneurship works is a crucial factor for being a successful scientist. Not 
only does it helps in managing research teams, it also supports funding acquisition 
from industry, as well as understanding how universities as organizations operate. 
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Especially, entrepreneurship, intellectual property rights, and innovation manage-
ment is a skill set which supports an academic career. I simply can’t underline the 
importance for future scholars to acquire these skills and gain understanding. In 
contrast to management literature, there is very little literature where research 
managers allow insights into their way of managing groups, raising funds, and 
failures/successes in their career. One example where research group building is 
discussed is [1]. Much literature is coming from the field of management and 
business, and is worthwhile to take a look at. We especially suggest non-scientific 
or academic works, which provide insights of practical issues e.g. entrepreneur-
ship and innovation (see e.g. [12], [4]), management and leadership (see e.g. [1]), 
innovations and IPRs, and marketing and persuasion (see e.g. [10]). But there is 
much more out there. 
 
Academic Institutions as Organizations 
Today, universities are increasingly under pressure to develop new teaching prod-
ucts to attract students and educate them in a shorter time-period to make them 
ready for employment. This pressure does not only relate to competing for re-
search funding but also bears the burden to compete for students to increase reve-
nue from tuition fees. The trend of adapting corporate and organizational ap-
proaches towards university leadership, where universities introduced industry-
like management structures with metrics and global competition, continues. Uni-
versities are also under pressure due to changing revenue models, stakeholder rela-
tionships, and university ranking. These challenges also exist for universities in 
developing countries, which have difficulty competing with global players and 
their budgets. All these aspects have impact on the individual career e.g., in the 
form of heavy teaching loads to complement a lack of research funding, perfor-
mance measurements, and increased pressure to optimize output for quantity ra-
ther than quality. 
Development of Research Culture, Strategic Alignment, and Re-
search Output 
Judy Backhouse analyzed several parameters on how to align research output of 
staff members to organizational goals. Her chapter analyzes how particular actions 
can assist leadership to define new goals and align individual goals with those of 
an organization. These actions can be compiled as follows: 
• Encouragement to interact and create a common language around research 
through informal and formal meetings, such as kitchen narrative, researcher 
breakfasts, school meetings, seminars, and workshops; 
• Making time to enable research culture, through new workload models, time 
management model and governance that enable allocation for research time, 
as well as time to interact and socialize to exchange research results;  
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• Personalization and individualization of research plans based on competence 
through research planning meetings, career reviews, mentorship, and related 
activities. 
Understanding of Research Practices, and Modes of Operation 
It is absolutely essential to understand research practices and modes of operation. 
Research practices differ between research domains and contexts. As research 
leader, it is essential to master different research practices and methods. The chap-
ter contributed by Jeffrey Koh illustrates the application of design-based research 
practices to improve user experience in design-centered research.  
Development of research culture sometimes also requires the introduction of 
new modes of operation to enable out-of-the-box thinking. Thus, to develop new 
curricula, activities, or innovative new models of management, new methods need 
to be considered for particular activities. C. S. H. N. Murthy describes, in his con-
tribution, how he utilized Design Thinking as a method to establish a new innova-
tive educational model for the Government of Eritrea, and how he adopted it in an 
Indish context. Design Thinking in particular offers quite a diverse field of appli-
cation – from user-oriented product development; establishing a mindset for crea-
tive, user-centered thinking; idea finding; teaching of an entrepreneurial mindset; 
and project oriented university curricula. As further references, we would like to 
pinpoint [4] and [3]. 
Nevertheless, each research field is different, and has different methods that 
can be applied as research practice. A good source for further investigation of dif-
ferent research practices and methods can be found on [6]. 
Research Laboratory Leadership and Management 
Research labs are typically one of the smallest organizational units inside the uni-
versity context. These belong to departments, research centers, or schools, and can 
be of different sizes. In most cases, they assemble a group of researchers on dif-
ferent levels appropriate to one particular focused research direction, and can be 
easy established or abandoned. Most early and mid-career researchers will come 
in touch with these or have found one. It’s important to understand how these 
function, and see them in context as part of the larger university eco-system. The 
chapter contributed by Massimo Canevacci and Luca Simeone focuses especially 
on this aspect. 
Knowledge Management in Educational Institutions 
Dissemination of research outcomes does simply not solely happen through 
spreading publications in scientific communities. The term in business for govern-
ing how knowledge and information is disseminated, utilized, commercialized, 
and exchanged between peers is knowledge management. It includes information 
management, utilization of IT infrastructures, management procedures, and strate-
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gy development. The chapter contributed by Akti Sharma and Azizul Hassen de-
votes to knowledge management in higher educational institutions based on the 
example of Indian universities. The chapter pinpoints different criteria of 
knowledge management, such as frequent updates of IT infrastructure, computer 
aided learning materials, national knowledge exchange networks, public accessi-
ble knowledge, and connection to global research networks. 
 
Learning, Teaching, and Education 
Demand exists to apply new methods e.g. Design Thinking (a practical hands-on 
guides can be found in [4], [13], and [3]), or project based learning (a case study 
can be found in e.g. [14]). We also wanted to add a few issues that have not been 
mentioned within the different book chapters based on the following aspects: 
• Training and expansion of skill sets of industry (e.g., adult education); 
• Teaching modalities that foster an industry way of thinking; 
• Work Integrated Learning (WIL), which is very typical in an Australian 
context [15]; 
• Concepts related to ‘earn while you learn’, where students acquire de-
grees while working. 
Training Soft Skills: Team Based Learning, Communication, Interdis-
ciplinary, and to Work Independently 
To be competitive, students need to acquire soft skills to cope with the demands of 
the changing industrial job market. Many curricula underestimate the need of inte-
grating non-specialist skills into curricula and focus mainly on transferring domain 
knowledge. A collaboration with industry, e.g., in the form of internships, where 
marking criteria are based on soft skills, rather than specialist skills, improves the 
readiness of students for the job market. These skill sets relate e.g. to communica-
tion skills, interdisciplinary projects, team abilities, working independently, and 
networking skills. A close cooperation with industry also supports the integration 
of these skill sets into curricula, rather than purely focusing on specialist skills. 
Re-Inventing Yourself – Spicing Teaching Up with Introducing New 
Techniques 
Teaching is not solely about presenting slides. It’s also not about creating the per-
fect presentation, and spending hours in preparing lecture material. It’s about the 
right pedagogy to train students, as the most perfectly designed materials won’t 
necessarily be able to transmit the correct message. As educator, it’s much more 
important to focus on lecture delivery so that students gain insights.  
The chapter contributed by Minoru Nakayma, Kouich Mutsuura, and Hiroh 
Yamamoto touches two aspects of new ways of teaching: 1st, blended learning; 
and 2nd, note taking during lectures. Blended learning can be seen as a teaching 
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method which partially takes place in a virtual environment, but with face-to-face 
classes still remaining. In contrast to fully online courses, classroom based teach-
ing is still retained. The second novelty in this chapter is the way in which note 
taking is conducted. The authors see note taking as a skill that can be trained, and 
give insights in how to utilize student notes as an assessment.  
Review your Skills and Reflect on Teaching Practices 
To review one’s own skills is highly important. In a corporate context, 360-degree 
questioners where managers get feedback through their employees, help a manag-
er improving his skill sets and management style. This method is also applied in a 
university context. Especially, teaching peer review methods have been introduced 
to guarantee teaching quality. Very unfortunately, this is mostly conducted in a 
learning environment, and we were not able to obtain a study which would have 
the same goal for research. Nevertheless, the chapter contributed by Sony Jalara-
jan, Susan Massey, and Soumya Jose reviews this practice and provide a clear 
overview of the strengths and weaknesses. They give clear guidelines for institu-
tions on how this method should be implemented, as well as which aspects should 
be considered as part of the peer review. 
Transforming Traditional Educational Models into Modern Contexts 
Industry transforms and universities transform – especially, educational programs 
are required to cope with changes and introduce mechanisms to remain flexible. 
The chapter contributed by Lydumila Gromova, Larisa Feshchenko, and Anna 
Smoliarova illustrates this based on the example of the transforming Russian edu-
cation system using  the example of journalism education. The key conclusion is 
that allowing staff members to adapt, change, improve, and alter educational strat-
egies enables an open educational environment. This more flexible approach al-
lows continuous innovation, and a bottom-up driven approach. The bottom-up ap-
proach might also involve students, which increases the impact in today’s world of 
crowdsourcing. 
Training an Entrepreneurial Mindset to Foster Entrepreneurship 
Universities are a breeding ground for ideas! Through modifying teaching curricu-
la, universities can foster an entrepreneurial mindset of students to innovate, en-
courage, and provide the facilities for students to create spin-offs and undertake 
entrepreneurial activities. The chapter contributed by Alfred Tseng, Paull Weber, 
Artur Lugmayr, and Louis Geneste discusses the very important issue of entrepre-
neurship education on a more global level. The chapter provides a clear pathway 
of integrating entrepreneurial thinking into teaching curricula, and emphasizes the 
return on investment for a government if they invest in universities as a place of 
innovation. 
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On a methodologic level, the introduction of teaching methods to train students 
in entrepreneurship, e.g. Design Thinking [16] have a “positive influence on [stu-
dents] motivation [and] its usefulness in entrepreneurship education” [17]. Not es-
sentially does the method require a re-thinking of teaching culture, additional re-
sources, and re-training of professional staff members on organizational level. 
Design Thinking can also easily be taught on course level and  integrated into cur-
ricula without requiring additional resources. The concept of applying Design 
Thinking on a course level in a more practical way of teaching is described in [4]. 
 
 
University Eco-Systems between Society, Indus-
try, and other Stakeholders 
Traditionally, the emphasis of universities has been on education and science. 
However, today’s role of universities is gaining relevancy in terms of contribution 
to society and industry: higher degree institutions are part of an eco-system be-
tween society, industry, education providers, and contributors to scientific episte-
mology. Within the scope of this chapter, we will pinpoint a few keyissues, which 
are elaborated on within the scope of other chapters in this book. 
Commercial Exploitation of Research through Industrial Research, 
Competence Centers, and Public Private Partnerships 
Most universities have units focusing on IPRs and the commercialization of re-
search work. It’s wise to consult these, and discuss different possibilities for secur-
ing the rights on an invention, and gaining access to external stakeholders. The 
chapter contributed by Peter Reich, Ivan Gojmerac, Helmut Leopold, and Georg 
Stonawski focuses on the aspect of research as a service, and how research can be 
commercially exploited. The chapter especially emphasizes competence centers 
and public-private partnership, which enable: 
1. creation of startup companies and shortening time-to-market 
2. extended contact networks, in particular to industry 
3. employment opportunity for researchers and students 
4. understanding of industrial values and practices 
5. mid-term research in applied contexts for industry 
Knowledge Transfer through Doctoral Students 
An excellent review about this issue has been presented in [18]: doctoral students 
are a major component in creating, disseminating, and reproducing knowledge. 
Following this argument, doctoral students are a significant contributor to network 
research work to industry, as well as an important factor in marketing research ac-
tivities of a university at international academic events such as conferences. As 
concluded in [18], industrial collaboration via doctoral students enables: 
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1) increased career possibilities and career opportunities for doctoral stu-
dents;  
2) improves industrial R&D and increases exposure of industry to emerging 
topics;  
3) extends the networks of universities with industrial partners and im-
proves knowledge flow. 
Creating Communities and Networks of Practice between Academics 
and Practitioners 
Communities of practice, or the extended version – networks of practice, are a 
very good way to exchange knowledge and maintain a contact network. Individu-
als form a group with a common interest, to share activities, exchange knowledge, 
and interact with each other on a regular basis [19]. These types of communities 
can manifest in different forms, e.g. through workshops, training courses, board 
members, advisory boards, or as part of education. The chapter contributed by Jyri 
Naarmala, Erkki Koponen, and Jukka Rannila presents a study devoted to guide-
lines on how to create these type communities as part of study programs. The au-
thors shed light on the practical issues in implementing a community of practice 
and give clear advice on how to run and establish these. 
Innovation Management and Universities as Ecosystem of Entrepre-
neurship 
Innovations and intellectual property are the key value of universities, besides 
their role as an educational institution. We have already discussed the important 
role of doctoral students. On an organization level, universities become startup ac-
celerators for staff members and students. They establish joint ventures, raise 
funding, and receive a share of 20% up to the extremely high amount of 50% of 
the commercialization of an invention. Sometimes they also provide facilities for 
training business, networking with industry, and other support services for com-
mercialization of IPRs. 
A practical framework for how a research design for innovation studies can be 
developed has been presented in [20]. A more practical approach on the example 
of Internet of Things (IoT) innovations has been discussed in [21]. Both references 
can act as guidelines on how to conduct innovation studies as a very practical 
hands-on example. We can distinguish between different forms of innovation – 
radical or disruptive innovations are revolutions, and are completely new e.g. the 
invention of the gasoline engine. Incremental innovations improve current pro-
cesses, products, or services, e.g. moving from a 2G mobile network to a 3G mo-
bile network. There are also other types of innovations, but these are the two types 
that one will encounter most probably as part of research work. To understand in-
novation, each scholar should have Peter Drucker’s books [22] on the bookshelf.  
The chapter contributed by C. Colapinto and C. Porlezza pinpoints this aspect 
of university management. The chapter illustrates innovation management based 
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on the example of how universities are the intermediator to introduce new tech-
nologies, services, and knowledge to media industries to create new digital ser-
vices and products. One of the author’s key-conclusions is that universities are a 
key-player in the ecosystem of entrepreneurship to foster innovation. The teaching 
perspective of training entrepreneurship on a pedagogical level has been intro-
duced in another chapter contributed by Alfred Tseng, Paull Weber, Artur Lug-
mayr, and Louis Geneste. 
 
Exemplary Case-Studies 
Many case studies are presented within the scope of this book. However, within 
the scope of this section, we want to present a few cases which we have ourselves 
been part of. 
Establishing Grassroots Laboratories (NAMU and EMMi Lab., Fin-
land) 
The New Ambient Multimedia (NAMU) Lab., as well as the Entertainment and 
Media Management (EMMI) Lab. were established at the Tampere University of 
Technology in 2004 and 2009. The first one was established by the first author of 
this publication, without having a PhD degree, and was centered around ambient 
intelligence and ubiquitous computation (see e.g. [23], [24], [25]). The second lab 
was dealing with information systems research in the media industry (see e.g. 
[26], [27], [28], and [29]). Both labs were extremely successful, and output was 
highly considered. For further reading about the way how both laboratories were 
founded and operated, please refer to [1]. Within the context of this chapter, the 
key-conclusions of [1] are the following: 
 
(1) establishing of lectures, projects, and courses that foster creative thinking 
across disciplines and across different stages of students by mixing under-
graduates with e.g. postgraduates and doctoral students; 
(2) creation of multidisciplinary groups (engineers, media students, business stu-
dents, psychology students), as only through a mix of skills and cross-
disciplinary approaches are new pathways possible; 
(3) a concise vision the creation of sprit to look beyond the current state fosters 
innovations, creative thinking, and ingenious chaos to create; 
(4)  a continuous re-invention of methods, teaching curricula, and project themes 
enables the basis for motivating members to innovate and find new pathways 
and solutions; 
(5) student driven project designs, goal setting, and enabling the possibility to re-
alize ideas to foster motivation and lets team members see their own ideas 
materialize; 
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(6) strong marketing, branding, and setting a common vision to create new cre-
ates a team spirit to work on society changing ideas that have impact;  
(7) teaching curricula require multi-disciplinary orientation between business, 
consumer experience, technologies, and content/services; 
(8) introduction of “Design Thinking” as a core methodology in practical courses 
within the research group and as parts of other events as a method to foster 
creative thinking; 
(9) creation of virtual cooperation platforms to cope with the location dispersed 
members of the group. This relates to teaching and research; 
(10) involving members of the group, students at all levels e.g. for research tasks, 
conference organization, funding applications, organizational tasks, and ad-
ministrative tasks from an early stage; 
(11) the core of a research laboratory are its teaching activities to motivate stu-
dents beyond receiving credits. It’s a cycle, that keeps the innovative spirit in 
lectures and motivates students beyond good grades, and creates a recruitment 
place for the talented for the research group; 
(12) consistent vision and strategy towards the creation of new knowledge and sci-
entific outcome; 
(13) multidisciplinary education of the principal investigator to be able to create 
the right mode for interdisciplinary discussions and communication; 
(14) the philosophy “learning by doing” and the merging of artistic content crea-
tion methods with latest methods and techniques in science (see e.g. [14]); 
(15) establishment of regular team meetings as active working meetings, where 
various research problems are openly discussed and group work was stimulat-
ed. Meetings were open to anyone who wanted to join – first year students, or 
post-doctoral students; 
(16) grass-root a-like arrangement of the working space, which was organized as a 
social meeting place to encourage team work and interactivity between team 
members; 
(17) support for researchers in solving their research problems by providing re-
sources and interconnecting them within a contact network. 
VisMedia Study Program (Curtin University, Australia) 
Visualisation and Interactive Media (VisMedia) [30] is a new study program at 
undergraduate, postgraduate, and doctoral level provided at Curtin University in 
Australia. The vision of the program is to face the challenges of changing commu-
nication and digital content creation with an innovative use and application of lat-
est digital interactive media technology for the purpose of visualisation of creative 
works, arts, and data on undergraduate, postgraduate, PhD, and adult education 
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levels in cooperation with national and international partners and local industrial 
stakeholders. The program has the following mission: 
• Development of a cross-disciplinary study programme centred around 
digital media from a content, business, and technology perspective 
providing students insights into latest digital communication technolo-
gies; 
• Essential training in changing communication practises with latest digital 
media technologies, tools, methodical skills, concepts, theories, and ap-
proaches, such as 3D, virtual environments, interactive services, mobile 
applications, augmented reality, smart environments (e.g. smart cars), 
ubiquitous and pervasive services; 
• Provide the essential soft skills in communication, entrepreneurship, 
cross-disciplinary teams, business, and project management in close co-
operation with industry, and across application domains to increase em-
ployability; 
• Design and creation of user-experiences, training creative skills, digital 
media services and content, with a focus on culture, data, knowledge, and 
information visualisation utilizing latest media technologies to under-
stand and manage communication in virtual, augmented, and smart reali-
ties; critically re-think the development of digital media in society; com-
municate with latest digital media; and to interact with large amounts of 
data. 
The study programme has been built within two years, and led to approx. 40 
students that are currently enrolled. The average ATAR rate of students currently 
studying VisMedia was 91.8 in 2016. VisMedia led to several new innovations 
e.g. [31], [32], [33], and [34], [35]. 
 
Conclusion: A Compilation of Advices for Future 
Scholars 
The following advice has been compiled based on own experiences and the chap-
ters that have been contributed to the book. For further in-depth reading, please 
consult the particular book chapters.  
Individual Academic Career Planning 
(1) Understand the general principles of management, leadership, innovation, en-
trepreneurship, and how innovations work; 
(2) Read literature in the field of management, leadership, innovation, and entre-
preneurship to gain skills to remain competitive and understand basic princi-
ples; 
(3) Dissemination of research work through a compelling story, and through out-
side typical publication channels is essential; 
13 
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(4) Communication and how to obtain information is key to success. Learn these 
skills, and especially how to gather information about your potential funding 
body or industry from outside their organization; 
(5) Create your own research profile – What are your strengths? What are you 
able to do? What is your group able to do? What is your value for industry or 
funding bodies? What are your contact networks? Which value can you create 
for them? 
(6) Your own reputation is key to success – once reputation is lost, it’s hard to 
win it back – thus protect your own reputation as best as you can; 
(7) Contacts, contacts, contacts. It’s not the number of business cards that you 
have collected over the years that counts – it’s how you network with them, 
how you stay engaged, and about building relationships; 
(8) Continuously follow up your contacts, keep engaged with people that you 
know, and inform them about what you are doing, and what you are working 
on – beyond common publications, projects, or other activities; 
(9) Get yourself into boards, initiatives, clubs, non-profits, local communities, 
and create own initiatives outside scientific conference organisation boards 
e.g. start-up hubs or co-working spaces; 
(10) Monitor those who have succeeded – it helps to understand the factors why 
their proposals are successful, and identify the pattern of their success. Also 
learn from mistakes of others – you might make the same ones; 
(11) Don’t copy that which you monitor – you don’t know all the circumstances 
why they are successful, and you are simply not them! Develop your own 
style – only a few can be rock stars, but a peaceful life in the middle stages is 
also a successful one; 
(12) Gain an understanding of proven methods, research practices and techniques 
that have been applied in similar situations as you find in your particular con-
text, e.g. Design Thinking, and apply these e.g. in curricula development, 
working with stakeholders, industry collaboration, or in establishing activities 
or design-research in laboratories; 
(13) Start by building research reputation based on small projects and proceed 
step-by-step: smaller successes create many new opportunities, and subse-
quent successes will follow; 
(14) Clearly understand your tools: research methods, how to build networks, how 
to write publications, how the science ‘game’ works. Be in the observer posi-
tion and talk to mentors to understand these – some of these tools can’t be 
learned with books; 
(15) Bookkeeping and accounting are boring, but learn it. How do you want to dis-
cuss with financial managers at the university, calculate project budgets, and 
label your services with a price tag? 
14 
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Academic Institutions as Organizations  
(16) Establish a research culture, with clearly set goals, and align these with organ-
izational goals of the university (if you want to innovate, you might not want 
to do the later); 
(17) Know your tools to create leadership, which include workload models, Key 
Performance Indicators (KPIs), arrangement of formal/informal meetings, 
governance structures, and leadership narrative; 
(18) Foresee appropriate workplan models, and governance structures that allow 
staff members to achieve their goals, and allocate sufficient time for particular 
activities and enabling a research culture; 
(19) Understanding the role of a research laboratory in terms of organizational 
models, internal links inside the research organization, external stakeholders, 
society, and inter-laboratory; 
(20) Try to break the traditional boundaries when establishing own research units 
e.g. labs on management level (e.g. students vs. professors), external relations 
(e.g. academia vs. industry/society), research domains (science vs. art), and 
bridge research silos (technology vs. humanities);  
(21) Publishing is not the sole purpose in science – knowledge is the pivotal re-
source in a higher educational institution, and needs to be managed, commu-
nicated between stakeholders, and requires particular strategies; 
(22) Startup companies are a good place to cooperate – they facilitate understand-
ing how industry operates, are mostly flexible, and are a potential future em-
ployer for students; 
(23) Reflect values and practices in an industrial context and learn these through 
cooperation with industry, competence centers, or gaining practical experi-
ence; 
(24) Research and understand the industry where your research results could be 
adopted – read industry magazines, get acquainted with the structure of the 
industry, know the key-players, and the ‘who’s-who’. If you don’t know how 
to research industry, consider learning about methods from business studies;  
(25) Have you ever read the policy documents of your university? If not, you don’t 
understand which way the ship is heading. Maybe you are not on board in a 
couple of years because someone decided to remove your field and you were 
not aware about that. 
Learning, Education, and Teaching 
(26) Doctoral students as the key for the creation of new knowledge and coopera-
tion with external (industrial) stakeholders, and the scientific community; 
(27) Re-Invent yourself – introduce new methods, new topics, and new didactics 
into your teaching: holding a course for several years gets simply boring. Try 
to introduce new methods, and in return you will get positive feedback; 
(28) Learn how to work with student evaluations. Despite they are rather awkward 
and, in reality, don’t really make much sense – your career depends on them. 
15 
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Bad evaluations are a hurdle for your career. Learn techniques on how to get 
good results; 
(29) View students as collaborators and not as troublemakers. They will be the 
ones that spread the message of a good educator – they will also be the ones 
that will be in high level positions in the future. Troublemakers especially 
have the tendency to have successful careers (maybe you have also been 
one?); 
(30) Review your teaching skills. Peer review methods and student evaluations 
give good insights in how you are seen as a teacher; 
(31) Industry transforms and universities transform, as well as the general context 
of your educational field transforms. Learn how to transform as well. -- if you 
don’t do it, you run the risk of teaching irrelevant things; 
(32) Involve students in the processes where you are able to involve them – shap-
ing lecture content, inviting them to team meetings, assisting in marketing, or 
research. You will be surprised how much enthusiasm they show. 
Universities as Part of an Eco-System 
(33) When working with industry, deliver BEFORE the deadline! Project dead-
lines are not soft, and deadlines can’t be simply shifted by contacting the gen-
eral chair of a conference. If you deliver ON deadline, you will be late, as 
there is always something that does not function – without buffer time this 
hardly can be resolved with the resources you have available; 
(34) Don’t understand only your focused research inside an ivory tower. Try to put 
your work into a larger context – for this you should understand current eco-
nomic development, society, politics, and the larger picture of the context 
where you are. To monitor these trends will help you in understanding poten-
tial impact of research outcomes and helps in identifying research directions; 
(35) Understand the complete research cycle – from idea to commercial exploita-
tion of research results through public/private partnerships, competence cen-
ters, or university internal units to gain access to an extended contact network, 
and additional funding for research activities; 
(36) Realize initiatives and policies on governmental level in terms of research 
work – read the policy and strategy document to understand the level of their 
thinking and adapt to these (did you ever read the university policy docu-
ments of your own university?); 
(37) Learn to be flexible and adapt – university eco-systems are dynamic, and 
many new policies and regulation require a certain degree of flexibility; 
(38) Corporate culture is definitely not university culture: What is the decision-
making process? What are the key-processes? Who makes the decisions, and 
who are the key-people? How do funding processes work? Who are the key-
people that can decide on your project? 
(39) Understand that you have a high value to industry. Universities are a breeding 
ground for ideas – and industry needs new ideas, knowledge, information 
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technology to create new products and services. Industry also needs new em-
ployees, which might be your students or even you; 
(40) Cooperation with industry requires skills – it’s not your idea that you want to 
push onto companies, companies are very aware about the problems they 
want to solve. Understand their problems, and try to solve these problems; 
(41) As cooperation with industry requires special skills, the cooperation with 
funding organisations requires skills. Funding organisations have perfor-
mance benchmarks for projects, goals, and objectives. See them as collabora-
tors, and not as enemy when they decline your proposal; 
(42) Both  company research and funding organisation based research  are not 
places where you ask “please give me your money” and then disappear when 
the project is funded. You need to create value for both, build and maintain 
the relationship, and deliver high quality results; 
(43) When working with companies: listen, observe, empathize, and learn the 
problems. When you clearly understood the context, present your ideas and 
position what you can offer – accept that they don’t trust you, as you are from 
a university, and you will need to have patience and put high efforts in build-
ing the relationship before you actually get any funding; 
(44) Get in contact with industry people at conferences. There is no need to be shy 
– they are searching for skilled employees, and you benefit with a discussion 
with them. However, know and learn how to pitch your project. Are you able 
to tell what you are working on in two sentences and attract attention? 
(45) Gain understanding in organizational, regional, national, and international 
knowledge transfer and policy networks to increase the impact of scientific 
outcomes; 
(46) Understand how communities of practice or networks work, and find ways 
how to integrate practitioners, industry, policy makers, and students in boards, 
workshops, and curricula. 
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